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 The Internet of Playful Things
 
 
Abstract 
This one-day workshop brings together researchers and 
practitioners to share knowledge and practices on how 
people can connect and interact with the Internet of 
Things in a playful way. Open to participants with a 
diverse range of interests and expertise, and by 
exploring novel ways to playfully connect people 
through their everyday objects and activities, the 
workshop will facilitate discussion across a range of HCI 
discipline areas. The outcomes from the workshop will 
include an archive of participants’ initial position papers 
along with the materials created during the workshop. 
The result will be a road map to support the 
development of a Model of Playful Connectedness, 
focusing on how best to design and make playful 
networks of things, identifying the challenges that need 
to be addressed in order to do so. 
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Introduction 
The Internet of Things (IoT) vision is for a world full of 
networked physical objects [13], making all that is real, 
virtual [3]. The IoT is concerned with equipping objects 
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 such as yoghurt pots, shoes and fire hydrants with 
internet accessible identification and data sharing 
capabilities. Ideally, these objects are augmented with 
sensing, processing and network capabilities, providing 
them with ability to make sense of their local situation 
and interact with human users [13]. The IoT has been 
conceived from a distinctly utilitarian view, with many 
applications relating to business efficiency in supply 
chain management and home automation. Yet it offers 
the opportunity for many new kinds of interfaces and 
interactions (e.g., [6]). 
To date, there has been little research into how people 
can connect, interact and interrelate in a playful way 
through networks of internet enabled objects. This 
workshop explores this gap in research and practice. 
We will investigate novel ways to playfully connect 
people over distance through their everyday objects 
and activities. The workshop will advance our 
understanding of how interconnected smart objects 
may be designed to create playful experiences. The 
workshop is framed to broadly examine this interaction 
space; to build knowledge on how we might design and 
make experiences to support inter-generational play, to 
facilitate cross-cultural engagement, to open up new 
playful opportunities for children with disabilities, to 
create new forms of neighbourhood engagement, and 
so on. 
Rationale and Contribution 
Since Weiser [22] foreshadowed the advent of 
Ubiquitous Computing in our everyday lives there has 
been an interest and research in more tangible and 
embodied forms of computing [11, 12]. Dourish [9], in 
the Foundations of Embodied Interaction, argued 
design should not focus on tasks, requirements, apps 
or computing, but rather on interaction – ubiquity, 
tangibility, and most of all, shared awareness, intimacy, 
and emotions. Theories of socio-material relations [19, 
14, 17] have demonstrated how objects and social 
relations are mutually constituted.  
Internet of Things research has predominantly focused 
on the technical challenges of connecting things across 
the internet, typically for remote monitoring or control 
[2]. Only recently are researchers considering the IoT 
with respect to user experience and interaction [18, 
20], social connectedness [3] and the impact on our 
lives [7]. In addressing the need for technology to 
reduce social isolation and to support intergenerational 
engagement and play [10, 21], this workshop examines 
how play with networked, smart objects might facilitate 
social connectedness and feelings of well-being, how 
they might lead to a reduction in stress and 
improvements in mood, and the ways in which they 
may be naturally embedded within our leisure-time 
experiences.  
The workshop seeks to identify how play emerges 
through interaction with interconnected objects, 
building on previous insights (e.g., [15, 5]) and playful 
applications of tangible user interfaces (e.g., [4]), 
wearable devices (e.g., [1]), interactive narratives 
(e.g., [8]), mixed reality (e.g., [5]), and exergaming 
(e.g., [16]). Through a deeper appreciation of existing 
contributions to the field and an identification of gaps in 
our knowledge, the outcome from the workshop is a 
road map to support the development of a Model of 
Playful Connectedness. It will advance our 
understanding of how best to design and develop 
playful networks of things that engage, excite and 
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 unite, identifying the core challenges that need to be 
overcome to achieve this outcome. 
Workshop Goals 
In moving beyond the idea of smart things to consider 
socio-material assemblages [19] – i.e. networks of 
people and things that result in playful interactions – 
our workshop focusses on the meaning that may be 
created through people’s interactions with smart 
objects. Goals of the workshop include: 
 an analysis of how characteristics of objects (e.g., 
level of  awareness, types of representations, 
capabilities for communication and interaction) impact 
on the type of social play that transpires 
 identifying how people's goals, roles, interaction 
styles and level of engagement emerge and alter during 
playful IoT experiences 
 insight into how differences in background, age, 
development (e.g., cognitive, physical, social), culture, 
and experience with technology influence how people 
engage with playful smart objects 
 knowledge on how space, place and time influence 
engagement 
 a deeper understanding of how people interpret 
information associated with smart objects (i.e. the 
mapping between physical and digital) and how this 
interpretation influences play-based interactions (e.g., 
understanding goals rules and feedback) 
Additionally, it is our intention to build a community of 
researchers and practitioners interested in designing, 
developing and analysing the Internet of Playful Things. 
Organisers invite a broad spectrum of contributions, 
including: 
 case studies 
 design activities and interventions  
 emerging IoT technology  
 IoT design for specific user groups (e.g., children, 
elderly, cross-cultural, intergenerational) 
 theoretical models of engagement (e.g., play 
motivations; physical-digital mapping)  
 methods and tools for design, development and 
evaluation 
Submissions should present clearly identifiable ideas, 
problem statements, methodologies, outcomes and/or 
approaches to addressing the challenges of designing 
networks of things to create meaningful play 
experiences. 
Workshop Plan 
Pre-workshop 
Participants are asked to prepare short biographies, 
and position papers describing their IoT work, paying 
particular attention to describing one or more of the 
following: 
 the influence that how, when, where, why and with 
whom has on IoT play experiences;  
 how the characteristics of IoT objects influences 
playful interactions;  
 how the individual characteristics of people impact 
on interactions with IoT objects;  
 the impact that the subtleties of human 
interactions, emotions and routines has on how IoT 
play experiences emerge and progress;  
 design for play within and across different user 
populations 
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 People with successful submissions to the workshop will 
be asked to identify three key objects before coming 
to the workshop. These are: 
 the object that most inspires them to play with 
others; 
 their favourite play object growing up; and 
 the object that has resulted in the most original 
play experience. 
These identified objects will form the foundation of an 
activity during the workshop.    
During the Workshop 
The workshop will be run as a single day event split 
into four 1.5 hour sessions. During the morning session 
participants will be invited to give a short overview of 
their work and position paper. The second session will 
be devoted to working in small groups to explore key 
ideas that emerge in the first session. These will be 
related to a) how play changes the way we think about 
the design of networks of people and objects and b) 
how playful interactions between people and objects 
are influenced by the attributes of the people, the 
characteristics the objects and the nature of the 
context. After lunch, we will take what we’ve learned in 
the morning sessions and combine this knowledge with 
the objects identified in the pre-workshop activity to 
brainstorm novel IoT play experiences. To stimulate 
idea generation, participants will get the opportunity to 
demonstrate prototypes that they have designed, built 
or conceived. Throughout this activity participants will 
be asked to identify design considerations, criteria, and 
challenges. Each group will present their ideas at the 
end of the session. In the final session, workshop 
participants will work together to develop a draft 
roadmap that defines the key elements that need to be 
considered within, and potentially influence, an IoT 
Model of Playful Connectedness. Finally we will discuss 
possible future work and identify areas of potential 
collaboration.  
Participants are encouraged to continue informal 
community development and networking by attending 
the optional dinner in the evening. 
Post-workshop 
We hope to demonstrate the ideas generated in the 
workshop at the conference Poster and Demo sessions. 
If attending for the duration of the conference, 
participants may have the opportunity to demonstrate 
novel prototypes at these sessions. All accepted 
submission to the workshop will be part of workshop 
proceedings that are accessible through the workshop 
website. Organizers of the workshop will make sure 
that summaries of workshop outcomes are documented 
in a clear and concise way and made available to the 
workshop community. We will consider plans for a 
special issue related to the workshop topic and discuss 
the possibility of future related workshops.  
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